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WHAT IS CLAIMED IS: 

l\. A computer- readable storage medium storing a 
program \f or a video game, which draws an object in a 
virtual space, 

wherein said program is structured so as to make a 
computer perform: 

generating a dummy object of said object; 

determining positions of said object and said 
dummy object s<^ that said dummy object thus generated 
is positioned behind said object and overlaps only in 
part with said object when observed from a view point; 
and 

drawing said\ object at said position thus 
determined and drawing said dummy object at said 
determined position ^except for an overlapping portion 
between said object and said dummy object when observed 
from the view point an^L in a lightness different from 
that of said object. 

2 . The computer- readable storage medium according 
to Claim 1, wherein in sard determination of the 
positions, the positions oi\ said object and said dummy 
object are determined so that said generated dummy 
object is positioned behind 3aid object when observed 
from the view point and so tha\t there is deviation 
between a straight line connecting a predetermined 
reference position of said objeat and the view point 
and a straight line connecting tlae view point and a 
position in said dummy object corresponding to the 
predetermined reference position of said object. 



54 



FPO 



6-00 



3. The computer -readable storage medium according 
to Claim 1, wherein in said drawing, said dummy object 
and said object are drawn at said respective determined 
positions^ in the order named. 
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4. The computer-readable storage medium according 
to Claim 1, wherein in said drawing, a hidden surface 
removal treatment using a Z buffer is carried out to 
draw said object at said determined position and draw 
said dummy object at said determined position and in 
the lightness different from that of said object. 
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5. The computer -readable storage medium according 
to Claim 1, wherein isn said drawing, said object is 
drawn at said determined position and said dummy object 
is drawn at said determined position except for the 
overlapping portion between said object and said dummy 
object when observed from the view point and in the 
lightness higher than thaV of said object. 

6, A computer- readable storage medium storing a 
program for a video game, which draws an object 
comprised of a plurality of polygons, 

wherein said program is Structured so as to make a 
computer perform: 

generating a dummy object fof said object; 

setting a distance from a vVew point of each 
polygon forming said dummy object Wd said object so 
that said dummy object thus generated is positioned 
behind said object and overlaps onlyi in part with said 
object when observed from the view point; and 
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K drawing each polygon forming said object and each 
polygon forming said dummy object in a lightness 
different from that of a corresponding polygon of said 
object, \in accordance with a drawing order of said 
polygons ^suiting from sequencing of said polygons 
from the greatest distance from the view point, set in 
said settings 



7. A computer- readable storage medium storing a 
program for a wdeo game, which draws an object 
comprised of a plurality of polygons, 

wherein sai\i program is structured so as to make a 
computer perform : 

generating a \dummy object of said object; 
setting a distance from a view point of each 
polygon forming said\ dummy object and said object so 
that said dummy object thus generated is positioned 
behind said object and\ overlaps only in part with said 
object when observed from the view point; and 

drawing a pixel according to a polygon having a 
distance closest to the ^Lew point, set in said 
setting, out of polygons p^rojectable into said pixel, 
wherein when the polygon projected into the pixel is a 
polygon forming said object \ said pixel is drawn 
according to said polygon anisj wherein when the polygon 
projected into the pixel is a\ polygon forming said 
dummy object, said pixel is drawn in a lightness 
different from that of the corresponding polygon of 
said object. 
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An object drawing methoVi in a video game, 
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wf^ich draws an object in a virtual space, said object 
drawing method comprising: 

, generating a dummy object of said object; 
determining positions of said object and said 
dummy object so that said dummy object thus generated 
is positioned behind said object and overlaps only in 



part with said object when observed from a view point; 
and 

drawing said object at said position thus 
10 determined ana drawing said dummy object at said 

determined position except for an overlapping portion 
between said object and said dummy object when observed 
from the view point and in a lightness different from 
that of said object^. 

15 

9. The obj ect \drawing method in the video game 
according to Claim 8, Wherein in said determination of 
the positions, the positions of said object and said 
dummy object are determined so that said generated 

20 dummy object is positioned behind said object when 

observed from the view point and so that there is 
deviation between a straight line connecting a 
predetermined reference position of said object and the 
view point and a straight line connecting the view 

25 point and a position in said oummy object corresponding 

to the predetermined reference position of said object. 

10. The object drawing method in the video game 
according to Claim 8, wherein in said drawing, said 

30 object is drawn at said determined position after said 

dummy object is drawn at said determined position and 
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in the lightness different from that of said object. 

\ 11. An object drawing method in a video game, 
whichNdraws an object comprised of a plurality of 
polygons, said object drawing method comprising: 

generating a dummy object of said object; 

settling a distance from a view point of each 
polygon forming said dummy object and said object so 
that said dummy object thus generated is positioned 
behind said object and overlaps only in part with said 
object when observed from the view point; and 

drawing each polygon forming said object and each 
polygon forming said dummy object in a lightness 
different from that of a corresponding polygon of said 
object, in accordance with a drawing order of said 
polygons resulting from sequencing of said polygons 
from the greatest distance from the view point, set in 
said setting. \ 

12. An object drawing method in a video game, 
which draws an object comprised of a plurality of 
polygons, said object drawing method comprising: 

generating a dummy object of said object; 

setting a distance from a view point of each 
polygon forming said dummy object and said object so 
that said dummy object thus generated is positioned 
behind said object and overlaps only in part with said 
object when observed from the view point; and 

drawing a pixel according \to a polygon having a 
distance closest to the view point, set in said 
setting, out of polygons projecta&le into said pixel, 
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wherein when the polygon projected into the pixel is a 
polygon forming said object, said pixel is drawn 
according to said polygon and wherein when the polygon 
projected into the pixel is a polygon forming said 
dummy object, said pixel is drawn in a lightness 
dif f erent\f rom that of the corresponding polygon of 
said object 

13. AYvideo game apparatus, which comprises 
a computer- readable storage medium storing a 
program for a video game which draws an object in a 
virtual space; and 

a computers which reads out at least one part of 
said program f rom\ said recording medium to perform, by 
reading out at lea^t one of said program from said 
storage medium, 

generating a dummy object of said object; 

determining positions of said object and said 
dummy object so that said dummy object thus generated 
in said generation is positioned behind said object and 
overlaps only in part w^th said object when observed 
from a view point; and 

drawing said object\at said position thus 
determined in said determination and drawing said dummy 
object at said position determined in said 
determination except for an ^overlapping portion between 
said object and said dummy object when observed from 
the view point and in a lightness different from that 
of said object. 
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14. A video game apparati^, which comprises 
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a computer- readable storage medium storing a 
program for a video game which draws an object 
comprised of a plurality of polygons in a virtual 
space ; \and 

a computer which reads out at least one part of said 
program from said recording medium to perform, by 
reading out at least one of said program from said 
storage medium, 

generating a dummy object of said object; 

setting\a distance from a view point of each 
polygon forming said dummy object and said object so 
that said dummy \object thus generated in said 
generation is positioned behind said object and 
overlaps only in part with said object when observed 
from the view pointX* and 

drawing each polygon forming said object and each 
polygon forming said \iummy object in a lightness 
different from that or\ a corresponding polygon of said 
object, in accordance viuth a drawing order of said 
polygons resulting f rom \sequencing of said polygons 
from the greatest distance from the view point, set in 
said setting. 
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15. A video game apparatus, which comprises 
a computer- readable storage medium storing a 
program for a video game whicn draws an object 
comprised of a plurality of polygons in a virtual 
space ; and 

a computer which reads ouft at least one part of 
said program from said recording! medium to perform, by 
reading out at least one of said program from said 
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Storage medium, 

generating a dummy object of said object; 
setting a distance from a view point of each 
polygon forming said dummy object and said object so 
that s^id dummy object thus generated in said 
generation is positioned behind said object and 
overlaps\only in part with said object when observed 
from the View point; and 

drawing a pixel according to a polygon having a 
distance closest to the view point, set in said 
setting, out\of polygons projectable into said pixel, 
wherein when nhe polygon projected into the pixel is a 
polygon forming, said object, said pixel is drawn 
according to sa\d polygon and wherein when the polygon 
projected into tl\e pixel is a polygon forming said 
dummy object, said pixel is drawn in a lightness 
different from that^ of the corresponding polygon of 
said object. 
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16. A video game apparatus which draws an object 
in a virtual space, sa\d apparatus comprising 
a computer; and 

a computer- readable storage medium storing a 
program to be executed by\said computer, 

wherein said program\is structured so as to make 
said computer perform: 

generating a dummy obj v ect of said object; 

determining positions of said object and said 
dummy object so that said dummy object thus generated 
in said generation is positioned behind said object and 
overlaps only in part with saidx object when observed 
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f \om a view point ; and 

drawing said object at said position thus 
detei^mined in said position determining process and 
drawing said dummy object at said position determined 
in said (determination except for an overlapping portion 
between saSid object and said dummy object when observed 
from the view point and in a lightness different from 
that of said\ object. 

17. A computer program for a video game, which draws an 
object in a virtVal space, 

wherein saia computer program is structured so as 
to make a computerVperf orm: 

generating a dummy object of said object; 
determining positions of said object and said 
dummy object so that ^id dummy object thus generated 
is positioned behind Sc^Ld object and overlaps only in 
part with said object wnpn observed from a view point; 
and 

drawing said object >at said position thus 
determined and drawing saici dummy object at said 
determined position except rpr an overlapping portion 
between said object and said Viummy object when observed 
from the view point and in a tightness different from 
that of said object, 
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18. A computer program foir a video game, which 
draws an object comprised of a plurality of polygons, 

wherein said computer prograrp is structured so as 
to make a computer perform: 

generating a dummy object of i^aid object; 
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setting a distance from a view point of each 
polygon forming said dummy object and said object so 
that\said dummy object thus generated is positioned 
behind, said object and overlaps only in part with said 
object Vhen observed from the view point; and 

drawing each polygon forming said object and each 
polygon f doming said dummy object in a lightness 
different rtom that of a corresponding polygon of said 
object, in accordance with a drawing order of said 
polygons resulting from sequencing of said polygons 
from the greatest distance from the view point, set in 
said setting. 
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19. A computer program for a video game, which 
draws an object comprised of a plurality of polygons, 

wherein said computer program is structured so as 
to make a computer perform: 

generating a dummy object of said object; 

setting a distance from a view point of each 
polygon forming said dummy object and said object so 
that said dummy object Ahus generated is positioned 
behind said object and overlaps only in part with said 
object when observed from\ the view point; and 

drawing a pixel according i to a polygon having a 
distance closest to the view point, set in said 
setting, out of polygons protectable into said pixel, 
wherein when the polygon projected into the pixel is a 
polygon forming said object, said pixel is drawn 
according to said polygon and wherein when the polygon 
projected into the pixel is a polygon forming said 
dummy object, said pixel is drawn in a lightness 
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ifferent from that of the corresponding polygon of 
aid object. 
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